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your mother. So there we were, eyes 


bleeding from the ugliness before 
us, hands shaking with fear, we 
slowly tried to comprehend what 
exactly the Dreamcast controller 
was trying to do to the free gaming 


world. Oh yeah, and what’s with that 
damn name anyway? Katana was so 


cool, so refined sounding... 
All Rights Reserved (C)1998 


Just the Facts... 


If there is one thing that will always leave me confused, it is the world of video 
game reviews. Reviews have been, are, and always will be, someone’s opinion of a game that 
they played. The operative word here is opinion. One of the main reasons I started Game 
Rave is so that normal , everyday gameplayers could voice their opinion in a world in which 
‘professional’ gaming magazines confuse their gaming opinion with gaming fact. A fact is 
something that can be proven, like how many players can play in a game, or how many 
memory card blocks a game may require. An opinion however (and review, for that matter), 
is simply someone telling you what they thought of the game. Good, bad, whatever, it’s just 
the way that particular person sees the game, nothing more. It blows my mind when I see 
magazines take offense when readers question their reviews, or when someone gets angry at a 
bad review for a game they like. 

I bring this up for several reasons, but mainly to focus on a set of reviews for the 
game Vampire Savior we ran last issue. The scores, m order, were 82, 59, 99, all with 100 
being the highest possible score. That means that the first reviewer thought the title was 
overall good, but not great. The second reviewer found it to be below average, and the final 
reviewer found it remarkably great and gave it an excellent score. The focus here is on the 
59. If you only knew how many people harped on this score. Here I am, the editor in chief, 
standing next to several readers who are like “Man, If I ever find this Ghost...” or “How 
could he score it that low?” I, of course, was ready for them and simply said “Guys, not 
every player or Capcom fan likes every Capcom game.” which is the Editor-in-Chiefenese for 
“Well, that’s his opinion of it, which differs from yours, big whoop.” 

The two of them looked at me like I had just broken every law, commandment, and 
video game belief known to the free world. 

No review/opinion can ever be fact. Not even if everyone in the world agreed 
about how a game was. It would still be just an opinion that everybody agrees on. If it were 
possible, then half of every game magazine would be just one reviewer for everygame, since 
everyone would agree with him, only one would need to play it. While people were going all 
nuts over the low score, no one noticed back when someone reviewed Street Fighter III: 2nd 
Impact and gave it 100’s across the board. Not a single letter or voiced rant came my way 
about it. I know not everyone thinks that game 1s perfect. I know people who hate that game 
with a passion. So why no retaliation? Can there be a lopsided standard for whether one 
argues over or trashes a review based on if the review is good or bad? That I can’t answer. 

The fact is that every person has their own opinions. No two people will ever have 
the same exact feeling or review for the same game. A person can only go by what he feels is 
right for him, and not live off of other peoples’ views, regardless of what he agrees or 
disagrees with. You have to be the judge of your own tastes. But in that process, remember 
that you can not pass judgement on other’s tastes. So please, remember that this is a business 
based on opinions. No one person or magazine can claim to be the “Authority” on your 
tastes and beliefs, no matter how much they want you to think so. I’m here to tell you that 
only you can be the judge of your tastes, beliefs, and views. 


But then, that’s just my opinion. 


So about that BioFreaks review... 


Letter From the Editor 


Jason Dvorak 
Editor in Typo 


This month: we chew emit the = of another code 
: producing site, this time with Game Shark Codes for the 
Playstation. This new section will be a permanent resident 
in the pages of Game Rave. As the year goes. on, we'll be 
attempting to acquire more Game Shark help, since there 
-isn’t that much magazine support for it: Besides this, we'll 
also: be bringing back past GR sections, and will bump the 
magazine to 20-24 pages. If there’s. anything you would 
like to'see, or have comments on; vai us know at: 

| GAME RAVE — 


‘Or e-mail us at: 


This magazine is all about you, so get your input in! 


REVIEWS 


DARK DRAGOON 


G = Graphics 

M = Music 

S =Sound Effects 
Ga = GamePlay 

C = Control 


R_ = Replay Value 


Well, they almost had me. At 
'| first glance, I had AG pinned - 
for an above average game 
worthy of purchase. I had that 
~, 85% all set when something 

| bad happened; I hit level 2. AG 
| suffers from both pop up and 
U | fog. While this doesn’t affect 
= | the first stage that much, the 
~"| last three are like trying to 

}| drive backwards while 


| degree turns literally come out 


a fof nowhere. The music is utter | 


_*~ | crap, I mean really bad. The 
r~ {CPU Al is also too good and 
| extremely unfair. Rent this at 


F-Zero 64 is better... 


Acclaim must be breaking all 
their piggy banks for.Turok 2. 
Why else would they release a 
3 year old puzzle game that 
\ people already have on PS, 
}| Saturn, SNES, GG, and even 
(mp ww (GameBoy. That aside, | still 
' J [have a soft spot for Puzzle 
| Bobble 2(it’s real name). The 
~}64 version features a few new 
Te 5 {characters that the others 
_ im@|..-_-- |didn’t, but that doesn’t affect 
Bl © OU | gameplay one iota. Graphics 
_ }are a welcome 2D sight, but 
PU | Jagain, are the same they have 
"ee been for 3 years. If you’ve 
HVIF NAnew, ; J jor only have a N64, buy it. It’s 
: 1/2, Memory Pak ———— / 4 \ot better then Tetrisphere. 


Would someone please put me 


jout of my misery already? BF «| 


Ss pure and total crap. 


Gameplay has you pressing the f 


“\ shoot button until the boss, 
|who is so Midway-ishly cheap 
. jthat it makes Motaro look like 
~~ JAI programming genius. The 


{character graphics are nice, the Hi} ¢ 


ie ‘|backgrounds don’t suffer too 
[badly from the anti-aliasing, 
| but past that you have a cart 


|| Midway | 
|| Fighting 
|| 1-2 Players | 
[Rumble / Memory Pak _} 


| People, this game got pulled 


a was so bad. If that wasn’t and 
|. Jisn’t a clue then I don’t know 
_} what is. (More on my PS 


| blindfolded. Mountains and 90 ji] 


! \ best, and then hope (make that £ 
FF ings 7 (Quality over quantity huh?) 


ss never played the other versions, 


YU |not worthy of being a doorstop. {i 


_|from arcade *tesing* because it fil] 


More. disappointment from... 


| Nintendo! This game could 

| have been good if it wasn’t so 

\, god awful! First of all, there is 
}} no way of coming in first or 

-1|-even coming near it because 

| when they say ‘go’ everybody ## 

‘| turbo boosts ahead of you never ff 

@ | to see them again. And second, 

| they must pay the track 

~ | designers billions of dollars | 

because the track gets built right. 

| before your eyes! Tack on 

| craptastic music, so-so control, 


‘mediocre tracks, and a limited 


- | amount of cars and you’ve got a 


“nice fifty dollar paper weight. 


[This game held my 
jattention for about 15” 


inutes, then I got bored; 


. extremely bored. The 
13 graphics are bright and 


~ fvivid and the characters are 
) |really cute (too...much.. : 


,|{sweetness!) The control 
however, leaves something 


[to be desired. Weather you 
. juse analog or digital, you'll 
thave problems aiming, and 
, fall you do is aim and fire. 
If you HAVE to play it, go 


ito you local arcade and 
' spend the token. Just_one 
/ token. 


We all know how I feel about 
this game when I reviewed the 
arcade. Well guess what; I 
still don’t like it! I'll admit, it 


\\ does resemble the arcade and 
|-sounds like it as well. That’s 
fall I'll give it though. It plays 

@ |as well as the arcade which 

7 4 | means it’s still crap and it 
"FP comes standard with that good 
Y | ol’ fashioned Midway 
. -Pprogramming. You know, get 
JY | to the third person and after 


that it’s impossible to play 1t? 


: ; (MK syndrome) Same crap, 
_} different platform. Save your 


Overall Review 


Wipeout for the N64, only 
without the quality. 


Background draw in all over 


_] the place, see through graphics 


and boring tracks. There are so 


| many problems with this title, I 


| could go on all day, what 
-} happened to the quality over 


| quantity? No matter where you 


_§© | place in the race, when the race 


{| starts, ever other racer zooms 
. | past you and leaves you in the 


‘dust. From that point on you 
_| are simply fighting for second 


1 to last place. Wave Race came 


out over a year ago and it had 


5 much better graphics, sound 


- and game play. 


READER REVIEW 
BaM2 is a good game and 
all, but I want the real 


" stuff. I want Zelda, I want 


(ja real racing game, | want 
| sequels 


It's a low score because, | 


| mean, nothing new! Just 


| the first game really! 


~~ 4 bought this because 
~ | there is nothing else 
| readily satisfying to my 
..| puzzle gaming tastes. 
y | C’mon Nintendo, get 
| with it! 


- “Joudinshi” 


Shghtly more blurry 
than the psx, I still like 


.{this game, simply for 


(G 84 
\M 74 
|S 78 
|Ga 81 
R 80 


8 1} 


\its ease of play. 
jSometimes you don’t 
care about the technical 


aspect of fighting, and 


lit comes down to 


flopping off limbs for 
tyour enjoyment, Bio 


KOU [Freaks | is your game. 


It’s okay, by N64 
standards 


REVIEWS 


I was really looking forward to | 
this game, I mean this was-a- f 


true rarity for the Nintendo, a 
_|four player game. What a 
~ concept, a four player game 
fora console designed with 4 
controller ports. What a 
_~"™"| disappointment, this is no 
4 | more than a Decent rip off, 
{and a bad one at that. You 
F Uy never know what is up or 
1. -YJESARCH down and all the walls look 
Acclaim/Prob e {the same. If you are looking 
ae ; a | R 30 for a fun 4 player game until 
, Hoverbike Maze Action |# the Golden Eye sequel comes 
4 a | Jout, forget this one. 
{1 ae + Players ella 


> }lreally dig this game! The funny | 


thing is that it’s nothing like the 
(PC. This version has been 
jaltered in a few places like the 
=“, character select screen has no 
j }stats on anybody and the 
__-fmusic. ..well lets just say it 
§ {would be wise to have your 
_~ {finger on the mute button. 
5 Otherwise, check this game out! 
cq [it moves hell-a-fast (one of my 
}O | words) but, the puke-o-meter is 
-¢maxed out! People with motion 
: i ™ {sickness need not apply. If you 
t= ‘Bi QQ jdon't play it, your future will be 
| Hoverbike Maze Action | }—* 2 fforsaken!! 


1-2 Players 


A real surprise considering | 


i, {that when a game kicks ~ 
" [butt in Japanese, we 
I generally screw it up with 
Q) all our silly regulations 
{and what not. This game 
‘| still has all the cars (or 
| most) that the original had 
 Jand the graphics are still 
'|nice. Music on the other 
[ee ic. | hand has been changed a 
t Sony - | ~~~ J bit, and not for the better. 
||Racing Simulator ial / {Over all a very cool racer, 
ee jeven better when you race 
|| 1-2 Players 


Analog/Shock/5-15 BL_|f\O_/ )rix 


Well, here is a game that 
really gets ya going. I.can 
finally take over those pesky 
eskimoes and conquer the 
™,. world with an iron claw! Yes! 

| And all the pamphlets and 
‘magazines would have typos 
so that I could proof read 


‘| them, and keep them all under jf 


- control! 
Someone get me dice, I feel 
‘| ike taking on the world! 
_ Anyway, the game is 
‘| ave..hey..wait..what are you, 
| wait I’m the copy edi to rI 
| should get. to do thi..s........... 


Hasbro iiemeuve 
f eam Adaptation 


|a friend and then watch the |@ : 


F 64 excels in the areas the PS 
version should have; a far bette 
multi-player mode, clearer HUD 


idisplays, and a choice of many 
“deathmatch levels. Of course, it 
> \also has it’s fair share of 


shortcomings; Largely sub- 


jstandard music, repeated 
~ {textures, and that the N64 
5 |controller wasn't made to play 
_.. games with. While it’s no 007 
/ \killer, please give it a chance, if 
.« only for the multi-player mode. 
I |It’s less hurl-inducing, (less 
‘¢ (detailed and SLIGHTLY slower 
|than the PSX version) less 
. . |eharacters and details than 
. |PSX, but a better deathmatch 
_Joption. You can do worse, 
~ Jespecially on the N64. 


Vhere did Probe suddenly find 


iskill from? Out of nowhere _ 


comes one of the best Doorn- 
style games on the PSX. Yes, 
you can find a lot to like about this 


“\game, if you give yourself time to 
ftake in the whole experience. 


This is a strictly dual analog-type 


» }game, anything less and you'll be 
_ hopelessly lost. Pack those 
|Dramamine tablets, you will need 
_. }them not to long after you realize 
‘}the full 360-degree movement 
_. {with a constant 60fps engine are 
{too much for one stomach to 
_ bear. This aside, F offers some of 
/ Z, {the most stunning visual effects 
———= seen, anda challenging game to 
-tboot. Gripes are a weak 2 player 
-. |mode, insanely difficult enemies, 
_-}small levels and little variety of 


pe later on. Give ita try. 


After the seemingly prerequisite 
muddling, GR hits the racing scene 
with the power of Shazam. The 
amount of detail throughout this 
game is incredible. 166 cars,(67 


“\ Corvette = bullet attached to a 
|| steering wheel) 11 tracks, the most 
~ comprehensive modifying system 


‘seen to date in any driver, and hands 


_. | down the best visuals on any home 
| console. Do NOT let any one tell 
_ f-you wrong, this is the greatest racing 
‘| game on the planet.My quibbles with 
| the US GT...’better’music (some sap 
_ -yammering over the drone of tires 
| screeching.) decreased gravity which 
-| altered the sensitive control (import 
- | controls better)which makes the so- 
4-called easier license tests harder 
| Gmport’s even harder-less time) Still, 


there is not excuse to get any other 
-driver period, for any other reason. 


The long wait is over, Risk has 
arrived. Featuring the classic... 
game and a new “Ultimate” 
version gives fans some 


\ variety. The strategy needed to 
QQ) | win the boardgame is still 
. |intact, but Ultimate brings a 
7U \new feature. You can now go 
¢1| city by city to get the country, 
“| let alone the continent. You can 
‘alos use strategy rather then 


throwing dice. This includes 


| flanking, and rushing up the 

}center. The animation is 

| minimal, which will seem dull 

-4to some, but hard core Risk 1, 
< | fans will find this game highly ff} ° 

| enjoyable. ii 


It was groovy. 


|Four players" 
jkicks ass. 


Spiffy. Better 
graphics, training 
ground of sorts 


\ for the n64 four 
| player mode. 


Excellent translation! The U.S. 
Turismo 1s actually better than 
the import. There are a few 


{more cars, the graphics look 
™\ cleaner and more clear, and it 
€& |/scems to move faster. The one 
J down side is that Sony butchered 
§ | the oh-so heavenly music on the 
_|import and changed it into ear 
) | bleeding rock music that sounds 
J {like it came from a garage band 
Y jin Seattle and turned the car 
[selection music into a series of 


‘beeps’ and “boops’ that rivals 


> the Commodore 64!! No, I’m 


Woah! It’s a video boardgame... 
I like! Hasbro-has redeemed .- 
themselves with a great version 


F lof a game I should have 

™ enjoyed long ago. It’s no where & 
Inear the complexity of say, : 
- Allied General or PTO II, but 


c . | apdate it ‘deserves. With the PS 
‘thandling all the math and auto 
= jte-mapping, casual to hard core 
~ jgamers alike will dig this. 
-}“Dangerboy conquers Japan.” 
_.”_ Has a nice ring to it, nc? 


REVIEWS 


— 7] Boy, I am just blessed with | 
ed, 


this game. It’s the same as 
“ the N64 version except the 
=———~ characters are bigger and 


(G 33 the graphics are smeared. | { ee 
{Like a bucket of bleach was fa}. 


| |M 22 thrown on the back- 


[BioFreaks 
|Midway 
| Fighting 
| 1-2 Players 


[LL Memory Card Block _|ff\¢ 


| The House of the Dead 


|Zombie Light Gun Fest 
|| 1-2 Players 


| Stunners/Memory Used ; = 


anzer ztagoon Saga 
[Sega 

||RPG aon 

|1 Player — 


| [Memory Required ‘Analog 


iS 36 grounds. Also, the loading | ici om 


time is a tad on the long 


| |Ga 26 side, just as I thought it 
: om 1 4 | would be. Bottom line; I 


: would sooner be nailed to 


| R 15}, an Atari Jaguar than own 


Card Block _}fft 


Tf you are looking for another 


| Final Fantasy, forget this one! I | 


ie thought that since the bar had 
J been raised by Square with 


Cn ac\ their masterpiece, that everyone] 
| G i. 40 | cise would follow. This game 
M : 2 0 looks hike it came out for the 


| Super Nintendo about 6 years 


q S- 14 | ago. Way to much walking all 


over the place doing nothing, 


Ga 20 which would be fine if you 
4 C- as “could” walk all over. Instead 


of free roaming, you are 


oa | restricted to a set path and half | 
{the time you get stuck and havef 


{to walk back to an opening. 


One of the last Saturn games to | 


| ¥ | ever-come out and it-rocks!.. 
“¥ | Why o’ why couldn’t all the 
.__| games for Saturn have been 

\\ this much fun? Granted, the 


{ G : 7 Q)| game is not perfect, the 


| graphics are way under the 


: M 80] arcade big brother but the 

Ss. # 8 4 same fun of the arcade is still | 

"| there. Not an easy game to beat}i#} 
|\Ga 97 either, with only a certain | 
| | amount of continues, this game | 
a | ; Om 98 keeps you coming back again 
a R 98 _and again to try and beat it. 


’ | For now we just have to sit 
| tight and hope for a part 2 on 
) ‘Dreamcast. 


Yep, me again. So here we have 


:| the coaster version of the N64- 
< doorstop. Loading time is slong, 


\ N64’s (though details are 
| rubbed out), and it’s still a crap 
| game. I think the last great (I 
| use that term loosely)Midway 
.| fighting game was MK JI. 
| Midway needs to sit down and 
| just throw out everything they 
~ | -have and start anew. Translate 
| Bitz, dump MK4 off on the 


consumer and get something 


} | new. The only game that was 
‘good was Gex 2, and that 
| wasn’t even theirs! BioFreaks 
_ ¥- | can hold my can of Ice Tea as I 
J play Panzer Dragoon Saga. 


Having never played the first 


i two, I didn’t know what to 


expect. Unfortunatley, 1t’s a little 


ce -}too late. After FF7, Alundra, 


Wild Arms, and PDS, this is just 


A \ lacking overall. The first hour of 
"| the game is spent wondering 
-when exactly the plot is gonna 
_ | kick in, and there’s nothing really 
1 exciting that makes you wanna 
ae ‘stay through it. I do appreciate 
) | the little things, like cute 
| animations, and in-game 
| references (The Zenny currency 
; | is the same from other Capcom 
|. games), but as a game that I 
| want to sit down and willingly 
‘ play through, this one doesn’t 
j have a real high priority. Not a 
/ bad game, just not a great game. 


ouse of the Dead: Saturn 
Version. Okay, no. where near 
Arcade graphics, some sound 
problems, and slightly epileptic 


“\\ Stunner problems. That was 
/Y }the bad. The good? Heh heh... 
, |]BLOOD CODE! US ONLY! 
| Yep, someone on the US side 


finally woke up and gave us 


~ what we want. The game is a 
{challenge all the way through, 
__ Twith enemies that you can 
literally blow apart piece by 


piece. Saturn exclusive modes, 


Y ta bunch of hidden codes, 
~.. |multiple endings, multiple 
_|paths, and a wicked instruction 
} manual. I want a DreamCast 


Stunner compilation... NOW! 


73 


I remember playing this game 
in the arcade, and the psx... 
version is fundamentally the 
same. The graphics are ok, but 
\, the arcades were better, (that’s 
}| the arcade version playing 
in the intro!) I like being able 
-| to get around the arena 
whenever | want, that’s true 3- 
| d and the apocalyptic 
| cahracters are a nice change 
| from the normal Rryu clones. 
| My complaint is the computer 
7 | is mighty CHEAP! and don’t 
/’ | bother fighting the 
| GIGANTIC boss. 


Check out the 
Breath of Fire I 
Tips and more in 
Sage Advice! 


I’ve been waiting for this for 


C27 | la-while and I'm not - 


disappointed. The ditticdity 
jhas definitely made itimto f 
\the home conversion. Try 


G ~ 48 not to throw your light gun/ 
, M 6 4 controller at the TV. The 


- lgraphics 3 is where HotD falls 


|S. 79 short. The backgrounds are 
|Ga 8 5 pixilled all to hell and for 


jsome reason, the light gun 


7 . n / a flashes a little more than 


usual. It’s an epileptics’ 


| R A, 87 worst nightmare. Other than 


‘|that, it ain’t too bad. 


*(This is a half review and /half Rant and Rave). Panzer Dragoon Saga is the 4 disc proof of what has become of the Saturn on both 
' continents. Here in the US, it is hunted down for it’s rarity, awesomeness and it’s what we as US Saturn owners have been wanting smce 
the system first. came out. To us, it’s a beautiful send off to a sad farewell of a system. In Japan, this is just another game in a sea of great 
games. It is just now the we.as American’s get to see Sega of Japan’s beautiful artwork, both stylish (PD Saga’s) and Anime-ish 
™ (Burning Rangers). Darkness pointed out that the only reason we have this treat is probably due to SOA having no money to hire a US 
|artist to butcher it. But it’s the game itself that i is so beautiful. It’s a *story*, that comes to life in many cinemas spread through out the 
ipl game. It’s got plot twists, death, betrayal, hope, and so help me, heart. It even has an <spoiler> ending. The gameplay in which you can 
soar.in 3D ona fully morphible dragon, and then head into a random fight and still move in limited 3D without waiting is gorgeous. 
| The graphics are some.of Saturn’s best (the dragon’s morphing is worth the price of admission), the music is downright perfect, and the 
|| spells, though fewer then your standard RPG, still make you go “Cool” when you unleash them. You explore on foot as well, and play it 
. = jalmost Jomb Raider-ish, though it’s mostly walking and talking. This game has kept me up many nights till 4am, because I kept 
> | wanting to know what was going to happen next. The enemies, while mostly great and Panzer like, I did find certain aspects of the 
human villians and plot to Hollywood movies (There is an ‘Empire’, with a master, having a huge ship that just happens to bear a slight 
"resemblance to a Star Destoyer). Working Designs (un)fortunatly did the translations, and in the process added their own humor to it 
= |(there are South Park and John woo.references), which doesn’t really cause any harm, but just irks you when you realize that the 
original has. been altered. It took a chance trip to a toystore for me to find this game (thanks to Collector’s whim and Darkness’s 
s J advice), and the money I paid for it was worth every penny. All though it’s not gonna be for everyone (Collector and Ghost fell asleep 
9} | during the opening), if you want a great storyline, Panzer Dragoon gameplay, and a hell of a good fight, then Saga is the greatest thing 
be”! you'e can sie MPs. Some one _- me Bernie. on the phone, I got DreamCast demands to make. 


This game was hyped and | 
> [hyped, for what I don’t know: § 
- |The gameplay was slow 
Jcompared to most other 
“baseball games and confused 
& 90 many people with the ‘guess 
i M 7 0 ‘where the ball is gonna be” ie 
'|feature on pitching. If] wanted in|. 
Ss $5 to guess where the pitch was, 
-H’d go to a real ball park and 


| Ga 65 watch the real guys throw. 
Other then that, it was okay. 


,, }Wow, that light at the end of the 
tunnel just went.out. KG is... 

like...well...I hate Baseball to 

begin with. But if you can make 

; ‘it fun (like BB Stars 2 on Neo 

I G 80 Geo) I'll play it. KG has some 

| of the fewest options I’ve seen 

‘fin a baseball game, and the 

i character graphics are half 

1S 60 muscular-half anorexic. The 

1 | pitching box looks like an F-14 

{HUD display, and base running 

{with a Z trigger is worthless. It 


The people I feel sorry for are 
the ones who. waited so-long-- 
for this to be released. To 
have taken so long, this game 
\ is the definition of average. 
i It’s only fun when you play 
, | with a friend but, you might 
‘| lose your friend when you 
4 | slaughter him/her with a score 
~ fF of 10-0. (Sorry Collector) 

)} Also, the graphics are fuzzy 
and the players are miss- 


{value is good with the ability to iy 


80 


Graphics were good, sound 
above average, and most like 
most baseball games replay 


trade and create players. 


Batty, batty, batty! 
IWAAAAAYY better 
_Jthan Griffey with 

far superior visuals 
_.tand a more refined 


|] Acclaim Sports 
|| Baseball — 
| 1-4 Players 


|| All Star Baseball ‘09 


| Rumble Pak/Memory Pak 


What a shame it is when a 


company puts so much effort into | 


Jone part of a game and then lets 

- Lother parts suffer. If everything 
else in VR Baseball would have 
\ been as good as the sound is, we 


proportioned and look stupid. 
,| And if I hear that “rap” intro. 
| one more time, someone will 
| die! Ca-ca-ca-ca me junior 

J | indeed! 


Ken Griffey 


| Bonus Teams 


At the main menu, highlight EXIBITION, 
then press all four C- buttons repeatedly 
until you hear a beep. Now go to the All-Star 
teams and you'll find Nintendo and Angel 
Studios. 


simultaneously to launch fireworks. 


Know where the Ball is Going to Be 
When up at bat, hold B and your circle will 
go where the ball is going to be. As soon as 


fe =it moves let go and now you can swing at it. 


Magic Pitch 

While pitching, move your pitching cursor 
out of hitting cursor. Hold the z button press 
any one of the C buttons to look at the base. 
Let go of the Z button before you let go of 
the C button. When you return to the batting 
screen there will be no cursors. Now you 
can pitch as usual but the computer will not 
be able to hit the ball. (Make sure the hitting 
cursor is outside the pitching cursor.) 


| did. 


q- -|moving, visable crowd, team 
{members that clap for ya on the 
{homerun, subtle player actions), 


% [but 


7 7 Jenough sympathy to like the 
’ game. “No batter, no batter...” 


have heart (an actual 


I just can’t get work up 


without the turbo button. 


Michael Jordan 

Go to the create a player and put in Michael 
Jordan as the name, height 6'6", 216 
Pounds, 8 years pro, 38 years old, #23, and 
all abilities at 99%. Michael Jordan will 
automatically appear on the bulls to replace 


EM Tay, Fireworks the shooting guard. 
co play system. Enter View Stadium mode by pressing Z. 
bot N ifty! While choosing your stadium, press Z+R Replay Glitch 


Use a player like Shaquille O’Neal and make 
him do a cool dunk. Now substitute Shag for 
someone else and watch the instant replay. 


Replay the Replay 
After making a basket, tap B and Z at the 
same time to force a replay. 


NFL QUARTERBACK CLUB 


Message For Madden 

Play a game in the New Orleans Saints’ 
stadium. Go to Instant Replay. Press Z to 
bring up Camera Mode. Now, press L to raise 
the camera, and you will see a secret 
message for John Madden on the right side 
of each endzone. 


if | would have an incredible game Cheat Codes 
a | M 90 here, but we don’t. The graphics Switch your Uniform Colors 
"-’ Jare way under par and the im =After you hit a homerun on the road wait for Code Effect 
gameplay is non-existent, | it to show your team in the dugout cheering STNTXTM Bonus teams 
Poe re ere | a ~ although the camera work is nice for you then press A and you will see the aa dene You Up 
Ue Goi aig ks a ae * oe — 8 : oppenents colors on your jersey. DWN ra Downs 
|| VR Baseball ‘99 a G | 40 eer pencils joke LWYSTPSS Always tip the ball 
I VR Sports , '— | first baseball game I’ve played All Star BaseBail ‘99 LDSTRTRK Always catch the ball 
et ae m {that really feels like your at the Big Heads, Big Bodies, Big Bats, OH MY! STYCKYHNDS Always catch the bail 
t | Baseball @ {ball park, I just wish the rest of To access this code, go to the “Enter Cheat” SDWNDRV Players get 8 downs 
1-2 Players on the game could have been as menu and type: “gothelium”. Go into the PBYBYMD Players crawl 
| Pierre ers oe game and the players body parts and bats SNYWSLDS Snow sled mode 
1/5 Memory Blocks fees. should be enlarged. LLDFSCK All defense sucks 
| Sea | LLFFSCK Weak offense 
Paper Players BGSPRDV Dive farther 
mm flo access this cheat, go into the Cheat YLCTRCFB Electric football 
WC “98 is the sequel to Rt(WC } Menu and Type: “prppaplyr’. Go into the TGHTGRP No turnovers 
= 1°98 and focuses solely on the - lm game and the players should be as flat as MCHLUINSN Run faster 
{World Cup tourney. Everything [iJ paper! eal! oe _ = 
jelse is basically the same as BGTWS pinning carrier 
oe / “\RHWC ‘98, but why mess with | natoreng aries Anal SPRTMMD Super team mode 
4 | G 95 ag -sood thing’? Ei fenaves tm og eee renpeey eae SPRTRBMD Super turbo mode 
a i 8 B! To change the replay angle, hold B while 
ay hpmipton | , SPRDPRTCKL Tackle always 
| england. > i watching a replay. PWHYRMN Wimpy players 
' texcellent graphics, cool crowd 
. MNFLDMD Up and over madness 
| Ss 99 jchants and noises, in game intentional Foul . TRNTDLER Zero accuracy 
‘pustey. control, on-the-fly This is a great way to stop the opposing BRDWYNMTH Awesome Quarterbacks 
team on a fastbreak. Press C-Right to make Gj) ytymp Giant players 
| - {Another cool feature is the your player knock the opponent down. SMLMDGT Midget players 
a | ton 95 ability to play 8 of the greatest WARNING: If you hit a player without the GTNHNDS Fumble mode 
: qm [World Cup finals in history. If ball you'll get called for a technical foul, SPRSLYD Slippery field 
| : 7~ lyou like soccer and have some fg OUCH. NBCTCKLS Computer won't tackle bail 
ie 8 Pl T ~ tmoney this is the soccer game : carrier 
. ayer a) Ito lay : Jogging LLCHTSFF Turns off all all cheats 


: Analog / 2 Memory Blocks 


fto play. I loved it and I’m nota | 


y jreal soccer fan! 


| To jog, hold R and then hold BACK. {t only 


works if your opponent is in front of you. 
Normally, jogging goes faster than walking 


SNK releases the fourth installment of their trend setting series to the 
Playstation. A big improvement over the “96 version, ‘97 adds more animation, 
slightly better load time, and more goodies like a new set of artwork pictures 
and playable Orochi in normal mode with a code. When compared to the Saturn 
version, the PS still had less frames and longer loading, but the music, voices, 
and gameplay felt better. The disk also contains a video demo of “King of 
Fighters Kyo”, the KoF RPG that is set up like Samurai Shodown RPG. The 
storyline takes place between “96 and “97, as Kyo searches the world for the 
strongest fighters. If you don’t have a Neo or Saturn, this 1s a great buy, and 
with 1800 possible team combinations, should last players a long time. 


The King of Fighters ‘97 SNK _1-2 Players 1 Block 


Thunder Force V: Perfect System TechnoSoft 7 Player 7 Block Dual Shock 
ee = . See Technosoft unleashes the PS update to the Saturn version of a few months 

back. Featuring better polygon based graphics, clearer sound, and lots of 
options, TF 5 is a great shooter. Featuring 5 different weapons, huge bosses, 
and a good challenge, it’s got tons of on screen bullets to dodge. Fans of the 16 
Bit versions and Gold Packs will eat this one up. 5 also introduces a new 
wepon called the ‘Free Range’, which, for lack of a better term, are homing 
lazers, that can only be aimed in one direction. Enemies include huge 
creatures, giant tron-cycles, and the Technosoft standard legion of bad guys. 


ae | Laan Sretex 
ae 


LUNAR: The Silver Star Story GSP 
_ 1 Player 1-3 Blocks 

Originally on the Sega CD, and Remixed on the 
Saturn, Lunar receives a huge facelift on the 
. Playstation Import. All new story elements, 
reworked towns and dungeons, all new cinemas 
and enemies make this a great import to pick up. 
The PS Version is 2 CD’s big, with the US 
Version being handled by Working Designs, the 
. same people who did the Sega CD port. 


Soukaigi SguareSoft 1 Player 7 Block 3 Discs 


Square’s latest attempts to bring down the Zenchu’s and Nightmare Creatures of the Playstation. With only an 
hour to playtest it, early feelings leaned toward the good side. The graphics are above standard, and the music 
is gorgeous. The first noticeable aspect is that *everything* is in kanji. The story scrolls backwards (as 
Japanese text really should), and even the item counters use the alphabet characters. 

Control was decent, but left a little to be desired. Character designs looked nice, and the monsters were 
plentiful. So far it seems that the main objective is to destroy these spheres that loom over the various areas. 
The game’s setting takes off of Bushido Blade’s half ancient/half present day feel. 

Square’s next titles will be Brave Fencer Mushadin and Final Fantasy 8. 


Quest 64 THG 171 Player Memory Pa FINALLY! The Nintendo 64 gets it’s first RPG after 2 
—e mumammmummmeee years Of waiting. Released by THQ, the game will no 
doubt sell billions just because it’s an RPG. We didn’t 
have a chance to get a look at it (it came out the day 
we went to press) but next issue we’ll have full 
reviews of it. Hopefully it won’t be another Mario 
clone with different backgrounds. 
Those who are waiting (and still waiting) for Zelda 64 
should at least give this one a try, since Nintendo’s 
baby won’t be here till November 


Oe en 


No matter how bad a 

game may seem to be, it is still a 

tremendous effort to get one that 
actually plays to it’s intent from beginning 
to end. There has to be all sorts of 
permutations mapped out, layouts to 
configure, music to manipulate, sound 
effects to correctly place. And besides 
making all of this work, you have to be 
certain that the game is unique enough so 
that people don’t just walk away saying 


it’s been done before and make sure it isn’t 


so eccentric that all but a few critics don’t 
scratch their heads in a vain attempt of 
understanding what the game is. Finally, 
you have to make sure that it sells well to 
more than a narrow audience. Sound a bit 
challenging to you? 

Another thing to keep in mind 
is that the video game industry is 
obviously parallel with all technological 


developments. Therefore, with each step in 


the computer market in general, people 
grow to expect that much more visual and 
audio showmanship in the games. But no 
matter how realistic something can look, 
no matter how “spot-on” a sound effect is, 
there are things that cannot be tweaked, 
analyzed, or programmed in any game, 
namely the genre and the overall 
playability of a game. 


In other words, a platform game 
is and always shall be a platform game, no 
matter how well animated or drawn 
anything is. A fighting game will always be 
a fighting game no matter what the 
individuals look like or how they execute 
their fighting techniques. A Doom clone 
will always be a Doom clone no matter 
what the environment looks like or what 
multiplayer options it has. What is starting 
to be realized is that just because a game 
may have graphics only thought imaginable 
a short time ago, it is not necessarily what 
makes the game good anymore. 

Now, hearken back with me to 
the beginning of it all, to the time of the 
early Seventies with Atari leading the way 
in the US for gaming. One thing that was 
really nice was that back then, everything 
was new. In contrast to today, at this time 
there really was no bad game; if it was 
electronic and had a controller on it, it was 
the best thing in the world. The game 
designers had no choice but to make things 
as rudimentary as possible, due to 
limitations in graphical presentation as well 
as physical space and programming limits. 


In other words, while designers had these very 
imaginative ideas of what they were trying to 
represent, they basically had no choice but to 
work with pixels the size of dimes or with 
vector machines that failed more often than 
people played them. Background music? Forget 
it, it was tough enough to have a diverse range 
of sound effects. So, since the designers were so 
limited in the audio and visual aspects m the 
game, what were they left to tweak and perfect? 
The balance of the whole game. Think about it, 
what do you think took longer to figure out 
between the two scenarios: a) the amount of 
time made to draw the ship in Asteroids, or b) 
the amount of time spent on perfecting the 
algorithms to make the ship in Asteroids look 
as if it was flying in space? 

Another thing to keep in mind is that 
nearly all games in this time frame were 
basically the “epics” of the gaming industry, 
meaning that they started you, the player, en 
medias res, right in the middle of the problem at 
hand. Especially in the arcades, games during 
these times had no specific beginning or end at 
all. Did the flood of Asteroids ever stop? Did 
you finally ever make it to the nest of the 
Centipedes? Did you ever see the Galaga 
Mother Ship? The correct answer to all of these 
questions is “no”, of course none of that 
happened. Gamers at that time, though, didn’t 
need to see such items in their game. If an 


actual storyline existed for a game, it usually 
wasn’t known by many people, nor made 
anyone play the game that previously had no 
intention of doing so. At this time games didn’t 
have beginnings or endings, either. Back then, a 
game never stopped at all until you failed to 
perform well against the machine. The game 
merely repeated itself and continued to make 
small modifications to the problem at hand that 
were meant to be tougher for the player and 
eventually the game would win over the player. 
All games at that time were a losing battle, and 
it was those who avoided death the longest, 
using their skill or complete lack thereof, that 
were heralded as heroes. It should be noted, 
though, at that trme it was quite a task for you 
to be actually “good” at an arcade game, 
because a lot of the games were very random in 
play. Nothing was really set in patterns, then; 
sure, the formations of things may appear 
initially as the same, but they rarely always did 
something particular with each individual play. 
Anyway, back then, no matter how well you had 
a pattern set, no matter what in any aspect in a 
game, if someone had a higher score than you in 
something he was better than you, the end. 
Gaming at this trme was not for the faint of 
heart. 


9 SHAVE WE LOST OUR 


Besides, even if a game did have a 
definite beginning and end in this time period, 
it was generally overshadowed by other games 
that fit the mold described above. Do any of you 
remember Advanced Dungeons & Dragons for 
the Intellivision? This game was basically one 
of the first exploration games ever made, and 
the progress had you drudge your way from one 
end of a map to the other, but the caves you 
encountered along the way were never the same 
twice. The caverns also all interlocked and 
looped infinitely, so despite the obvious 
repetition you still felt that it was an expansive 
area to explore. Also, the time between the 
discovery of enemies and your reaction to 
killing them was practically instantaneous, so 
you never got lazy while playing the game. 
Completing the game wasn’t very easy. Despite 
all of this, though, it wasn’t recognized at the 
time because after a while the gamers felt it 
became too repetitious. Keep this in mind. Now, 
it’s 1983 and Nintendo has Super Mario 
Brothers 1m the arcades. With this single game, 
the entire industry saw a revolutionary turn, 
though few would have considered this turn for 
the worse. This was an arcade game that had a 
definite beginning and end, had a definite set 
pattern of play each time, and had background 
music and a storyline. Sure, the story could be 
summarized in five words (Mario must save the 
Princess). Sure, the background music was just 
the same four songs used throughout the entire 
game and were only about 8 bars in length (10 
seconds or less) repeated ad infinitum. Sure, the 
ending merely had you stand next to the target 
that you were rescuing and asked you to “try 
again for next quest”. Despite all of this and the 
fact that everything appears as you see it the 
first time you see it, pixel for prxel, the game 
was still somehow fun. Miyamoto and all others 
like him knew that gamers would not like all of 
this in a game if it was a cakewalk to 
accomplish, so what did they do for these 
diehard arcade gamers? They made the game 
tough. The designers didn’t want a person to sit 
on their machines 50 hours at a time anymore, 
so even though games had an ending and a way 
to “defeat” them, it was still a challenge to do 
this. When these games finally started to appear 
regularly on the home consoles as well, the 
same philosophy was applied; the consumer 
just paid a substantial amount of money, so if 
we want him to enjoy our product over and over 
again, we Il make it a tough game to make sure 
they have a challenge. Eventually, all games 
took this feel, even Role Playing Games, such 
as the first Final Fantasy and Dragon Quest 
games. 

There was one big problem with all 
of this, though. While certainly the games were 
fun and did satisfy the good and seasoned game 
players, it was the new-comers to the industry, 
those who were attracted to the “legitimacy” 
aspect of a game (i.e. having an actual reason to 
do something in the game, in terms of storyline) 
as well as to the more immersive graphics and 
sound qualities that didn’t accomplish anything 
simply because they didn’t have the patience or 


GAMING INSTINCTS? 


ability to create or hone the skill needed to fully enjoy 
the game, 1.e. see all that it had to offer. The first 
alleviation to this problem was a simple and effective 
one, make the option available to the gamer to modify 
the challenge of the game. The next thing that the 
game designers did, though, is something that never 
would have been foreseen as what it is today; Codes. 

Codes, from the very beginning, have done 
many evil things; they make the game simpler under 
the normal rules, thereby narrowing the gap between 
the neophyte and the true gamers, they give a false 
sense of technique due to the fact that usually codes 
have to be entered quickly at specific time frames, and 
it makes games that have no codes live with the image 
that they are not as “complete” as those games that do 
have codes. 


Despite this, though, it still wasn’t enough 
for the game players who couldn’t or didn’t want to 
spend the time to complete the game. The single item 
that showed just how much people were in desperate 
need of help was an item called the Game Genie. This 
device gave codes for all games, whether the 
developers wanted them present or not. Now, finally, 
many people were able to see the conclusions to their 
games and experience all that it had to offer without 
needing to be a God of the game. 

With all of this in mind, I hereby draw all 
current factors and make my point, as follows: 

Game companies saw these trends and 
didn’t want for them to continue. They noted that if the 
games were a little less challenging, then it would get 
a higher marketing base. They noted that a game with 
a profuse amount of codes made it warrant of mention 
in a game magazine more than simply of the time of 
it’s release, and that’s fundamentally just as effective 
as any advertising space they could buy within the 
magazine itself. The companies also noted that as the 
technology increased, they now have to be much more 
effective in what previously simple things. A game 
that previously needed one main artist now needed 
five to insure the proper representation of it all and to 
give it a high gloss look and feel. 8 bar melodies are 
now exploded into full musical scores and are now 
created by someone other than the designer of the 
game itself. The storylines now had to have a good 
presentation and authorship and are left to yet another 
department. All the while, the main thing that glues 
all of these components together is left aside, ignored 
and taken for granted; the gameplay. 

An example 1s in order.... let us take a 
game that all current game players should be familiar 
with; Final Fantasy 7. Square had a virtually 
unlimited budget with it and had the self-ordained 
task of pushing the Playstation beyond its accepted 
limits. With this, Square made a game with a 
soundtrack that would consume 4 CDs, enough Full 
Motion Video sequences to rival a syndicated half 
hour television program, and graphical sequences and 
arrays that probably took weeks to complete in 
presentation and programming, much less making 
sure the artists had it all looking as beautiful as 
possible. Now, what do you do, lead designer? Do you 
make the game tough so that only the true and good 
gamers can see all that you have done, which took 
years and millions of dollars to complete, or do you 
make it so that as many people as possible can 
splendor in your creation? Do you make a game that 


the uninitiated see as brilliant and universally embrace or do 
you make a game that only the dedicated and talented gamers 
can complete, where the rest simply throw it to the side in 
disdain over their inability to complete the tasks at hand? 
After all that time and money spent, and after all of the 
expectations that are placed upon you by the company leaders 
as well as all others, it’s simply impossible to do nothing 
other than give in and give the masses their free lunch. In 
other words, it’s simply not profitable to make a challenging 
game any more. Therefore, since the industry is back to being 
the moneymaking giant it once was, it’s now unintelligent to 
make challenging games unless you want the company you 
work for to fire you for making a game that doesn’t make 
profit. 

Very few people today insist that Final Fantasy 7 
is a challenging game in any respect, and those that do say so 
usually say that FF’7 is the first RPG that they have played 
after declaring such. Other examples of dumbing down 
abound; take the current popular arcade game Marvel VS. 
Capcom. In this game, there is an Easy mode in which 
repeated button pressing (practically to the point of mocking 
an epileptic fit) will garner the player very favorable results 
no matter who the opponent is, and also there are characters 
that are quite simply superior to the rest of the others (Strider 


Hiryu comes to mind first, with his ability to link his super 
combos together and his ability to attack quickly, constantly 
and wreak high damage with little effort). People who quite 
literally cannot see the screen that they are playing on can 
select Strider on Easy mode in this game and have at least a 
50/50 chance against people who know the entire game by 
heart, provided the Easy player can press a lot of buttons 
really fast. Even if the neophyte in this hypothetical example 
loses (as he should), he'll still see that he was close enough 
to winning and think that if he gave it another shot, he’d win 
with style! Now, compare this game to Capcom’s other 
current fighting game, Street Fighter II] 2nd Impact Giant 
Attack. Most likely, you’ve never even heard of that game 
[unless you’ve got that past issue where J reviewed the game 
*cough*| and even if you do, you know that few people play 
it. All opinions aside, it should be pretty undebatable that 
S#32/ has more gameplay depth and “sophistication” (if you 
will) than MvsC. It should be pretty evident that S¥32/ is 
concerned with the gameplay, where A/vsC is more concerned 
with entertaining visuals and graphical flash and pizzazz. 
And you know as well as I which game makes more money 
and is considered “better” by the general public. 

Another thing that is making games in general 
seem less challenging today is the fact that there are now 
more and more games that simply do not have any real 
challenge to them whatsoever, a problem that is now 
prevalent in what is currently grouped under “exploration” 
games. Super Mario 64 may have had a few challenging 
jumps and tasks here and there, but with no timer and no real 
assessment of ability other than having a star and not having 
one, it’s difficult to really feel challenged by the game. 
Obviously, that game has no way of assessing how “well” 
you go from point A to B, or how “efficiently” you complete a 
task, so if you want to do so, you can take most of the game 


as slow as you want and never really feel 
pressured. by anything at all. 

Game companies are for the most 
part seeing this current problem with games in 
general and the industry is now undergoing the 
next method of creating a challenging game 
that all can enjoy, and the solution can be 
summarized in 3 words: You do it. With the 
advent of level editors in games such as Unreal 
and, supposedly, #-Zero 64, as well as the 
innumerable third-party level editors and 
creators of Doom and all of it’s clones as well 
was Warcrafi, it’s pretty evident that gamers 
are being told to fix the problems their own 
damn selves if they feel something is wrong 
with the game that the company has spent so 
long in making. Or, in other words, the game 
designers aren’t even sure anymore what is 
effective in a game so they're more or less 
leaving it up to you to make what would be 
“cool” for the game. But, here is the problem 
with all of this: would you like to know why all 
of the companies are so interested in getting 
you connected. to the Internet and utilize game 


designing tools? Well, hey, if everyone is content 
with making their own levels for the games and 
distributing all their work world-wide, the only 
thing that the companies have to do now is make 
the general base and presentation and leave it to 
you to do the rest. Meanwhile, the designers and 
the company are accredited and profitable for 
merely providing the base of a game in which 
you basically make fun because you spent the 
time to make it that way. In other words, you do 
all the work in making the game a “game” and 
the companies get all the profit and credit for it. 
What will happen, though, when people realize 
all of this and begin to shun all those types of 
games is anyone’s guess, if that even happens at 
all. Hell, maybe it simply isn’t beneficial to be 
innovative anymore. 


I must conclude: is this a prevalent 
problem? Yes. But, there isn’t any single 1tem or 
source to blame for this disease that is spreading 
through the industry. All I can say 1s this: “Don’t 
sell yourselves short and let only yourself 
determine what a good game is. Never trust 
anyone else’s judgement over your own.” 


TheFonz 


INTO DREAMS 


Are SEGA’s Nightmares Over? Or Just Beginning? 


performance which outperforms any console or PC on the market. 
This chip has been specifically designed with enhanced floating 
point operations capabilities which are needed for high-output 3D 
gaming. This new processor can perform floating point operations 
four times faster than the Pentium II chip. 


NEWS ARTICLE: THE COLLECTOR 
“Sega is Going Big!” 


Sega of America president and COO Bernard 
Stolar made this statement before reveling their newest 
console “Go Big or go home and that is what we are doing 
today, we are going big!” DreamCast, the name sounds 
somewhat magical, but will Sega’s new home console be real 
magic or will it be from another planet like Saturn? On May 
21, 1998 Sega Enterprises revealed their newest console, 
Dreamscape. DreamCast will ship on November 20, 1998 in 
Japan and in the fall of 1999 in the US. DreamCast will be 
the first video game console to offer standard networking 
features for multiplayer gaming, thereby bringing the best of 
console gaming and PC online gaming together in one 
system. 


NEC and Videologic have worked together to create a 
custom version of the PowerVR chip to power DreamCast’s high- 
end graphics. This new chip can process over 3 million polygons 
per second and has custom anti-aliasing technology. DreamCast 
will have a resolution of 640 X 480 and no game for the system 
will run under 60 frames per second. With the ability to process 
over 25,000 polygons per frame, per second it simply blows the 
Playstation out of the water since it can only process 2,000 
polygons at 30 frames per second. The second generation 
PowerVR chip in DreamCast outperforms all other graphics chips 
today or proposed for use in upcoming PCs. 


Stolar also announced “We had two design goals 
in creating DreamCast, one to create a seamless integration 
of high performance components and two to develop a 
flexible architecture that can take advantage of future 
technical developments and new concepts in entertainment 
content.” 


Yamaha is helping out the DreamCast 
system with a real-time 3D audio chip and a 
high speed CD-ROM drive. Yamaha’s 3D 
audio chip will surround gamers with 64 
channels of music, voices and game sound 
effects at a quality that will rival profes- 
sional audio equipment. 


Sega has really done their homework for this 
system, they have partnered themselves with the best 


companies in the world to create what will be the most One of the more innovative features of DreamCast is 
poyerful home console ever created, a system ready for the something Sega is calling the Visual Memory System (VMS), 
21 century. Sega has enlisted the help of Microsoft, which is a memory card with a built in LCD screen that plugs 
Hitachi, Videologic, Yamaha and NEC. into the game controller. 
. - You can use the LCD to set up plays in sports games 

. Microsoft will be providing the system with bg or set up secret attacks in RPG’s without their opponents 
customized version of its Windows CE operating knowledge. VMS allows players to save special characters 
system with Direct X services that has been optimized for moves or teams to the VMS or trade game information by 
console-style gaming. Having an environment that develop- connecting two VMS cards. VMS is also a portable game 
ers can work in efficiently has been a real problem for the device the size of a business card complete with a directional 
Saturn, and it looks like Sega has taken the problem pad and control buttons and a LCD game screen. 


seriously and fixed it with DreamCast. 
oo “The technology that DreamCast utilizes is very 

Hitachi and Sega have worked together to create complex, but our goal is very straight forward, in short we will 
the central processor for the system the Hitachi SH4 reduced be the number one platform, we plan to own more than 50 
instruction set chip. The CPU is capable of 128 bit graphics —_ percent marketshare of the video game business in the near 
future,” said Stolar. “However we know that this will only be 
possible through a combination of advanced hardware and the 
most authentic and original new software. Sega’s biggest and 
best game development teams as well as the industries leading 
third party publishers are creating breakthrough games for 
DreamCast. All of this will add to the ultimate gaming 
machine.” 


It looks like Sega has all the right pieces are in place 
with fantastic hardware, a flexible easy to use development 
system, multiplayer gaming and the innovative VMS system. 


A CLOSER LOOK 


RANTING ane see hal 


Keep Dreaming 

it's 1998. Do you know where Sega's last console is? The 
same place the Dreamcast will be in 2-3 years; pawn shops, 
swap meets, and garage sales everywhere. Yes, | do have the 
right to make such assumptions based upen absolutely 
nothing but history, and history is infamous for repeating 
itself. | write this column not to curse Sega, but to open 
the eyes of all the people on the bandwagon that is 
Dreamcast. | love Sega. | will still think to my dying day 
that Space Harrier on the Master System is funadmentally 
better than Starfox 64. | own everyone of their systems. 
and still play each of them faithfully. There are few 
peopie on this Earth who want Sega to be back on top than 
me. Yet Sega is beginning to look like the iast days of 
Atari; Systems for systems sake. The Dreamcast is the most 
powerful system in the world, but it’s not worth a pound of 
spit. Because it hasn't proven itself. Remember 3D0? Good 
ol Trip Hawkins thought that if you gather together all 
the biggest companies in your corner, that you'll have the 
home markets all sewn up. We all know what happened next. 
How about Atari? Their flat refusal to support any of their 
products once the going got rough is one of the things that 
put them in limbo-land today. Just because Bernie “I really 
hate to de the smart thing” Stolar and co. step up to 
promote another system, doesn’t mean Sega has its act 
together yet. Sega should know, image is a big part of 
succeeding in this market, yet... Dreamcast?!? What kind of 
Addams’ Family combination is that? Why did the allow a n64 
and psx to mate and bring forth that abomination of case 
design? But, seriously, all theses points are superficial 
to the biggest problem with the current set-up is that 
truly awful controller. Think about it, PC’s have always 
been superior to consoles because of their wealth of 
options; the keyboard is unsurpassed when it comes to 
giving the player freedom of control. The closer the 
console controllers come to giving the players that same 
freedom of control, the better the game experience will be. 
lam not asking that Sega strap a keyboard onto their 
system, but let's face it, a paltry six buttons IS NOT 
GOING TO CUT IT. Also, | sincerely hope that Sega plans to 
include an internal save as in previous systems, just in 
case they don’t pian to include their memory cards in their 
pack-in system. (please don’t do a Sony] Finally take a 
page from your old book and Sony's new one: no game should 
be deemed too small, too weird, or too ‘local.’ People want 
games, more importantly they want to be entertained with 
good ones. Don’t be trivial: the public is what makes or 
breaks you, and we will break you if you don’t backup your 
promises this time. My advise is this: take a wait-and-see 
attitude with the Dreamcast, and see how the system does 
its first year. Then we shall see if they're really playing 
for keeps, or just out there casting dreams. 


Darkness 


Sega’s Dream May Come True 


Yep. It’s called the Dreamcast. It looks like a Playstation and Nintendo 
64 that got mutated by the Ninja Turtles and then had a Sega Logo slapped on it. 
Here is a supposedly 128 Bit machine, all new and shiny, with nothing but 
promises and lots of hype currently supporting it. The question is “Has Sega 
Learned their Mistake?” The answer is “Yes,” but a whole new problem emerges. 

First, the good news. This will be Sega’s return, their Phoenix rebirth 
to the gaming world. They have already had their three strikes with the 32.X, the 
Sega CD, and the Saturn. This is not the same Sega that batted 0-3 in the league 
hardware division. This is a new Sega that has come to accept the fact that they 
screwed up, and are now ready to make up for it. 

First off is the actual hardware capabilities. Sega seems to have gone to 
the best company for each respective part. This makes way for a system built for 
the best performance possible. It also is a far cry from the Saturn’s off-the-shelf 
hardware, since the DreamCast’s had it’s main proccessor custom built. With the 
current specs, there is no doubt that the right team with the right development kit 


will constantly be making the big hits for the system. As long as Sega follows up on 


themselves, keeps third party developers up to date with newer and better dev kits, 
there should not be a problem from that angle. 

The DreamCast does have a hell of a reputation to destroy though. In 
America, no ‘first? machine from a new Bit era has succeeded. 3DO died from over 
hype and high prices, the Jaguar died from lack of software and third party support, 
and the Nintendo 64 is suffering from slow sofware, not enough good software, and 
a storage media that just isn’t cutting it. The Playstation is still the only true 
success story from the 32 Bit era, and probably will stay a big money maker even 
when the DreamCast hits. The Playstation itself overcame a rough start, when 
originally it was just 3DO ports and Namco games on the shelf for it. 

The DreamCast also has to break the Sega curse of lacking in-house 
support. Sega spread themselves far too thin during the 16 Bit age, and ended up 
killing the Game Gear and 32X by releasing the Nomad and Saturn. 

Pll admit, I have always waited for a specific game to come out for a 
system before I buy it. Street Fighter Alpha was the reason for my PS, and some 
sweet imports and Sega games is why I have my Saturn. I have faith in this one to 
buy it at release. 

The VMS is a good place to start. Here is a memory car that doesn’t 
require a system to transfer data to another memory card. Imagine; you meet your 
friend at the mall, and realize he’s got the last level of Virtua Fighter 3 on his 
VMS. Both of you happen to have your cards on you, but instead of running to 
one’s house, you just connect the two cards and transfer data. It’s also a game 
within itself, complete with a D Pad and thumb buttons. 

Second, they took Nintendo’s idea and used the four player ports, so no 
tap is required to play the multi-player games. This saves a good $50 ona 
peripherial that is no longer needed. 

They also have learned their lesson on rushing things. Rather then pull 
a repeat Satur, the US side will wait a full year before releasing the DreamCast. 
Yes, this annoys a lot of people, but by doing this, they can concentrate on seeing 
how the system performs on it’s home turf, where the Japanese are very demanding 
of the systems. 

The only part of the system that truly irks me, is the controller. ’m in 
total agreement with Darkness; the controller sucks. 

It’s huge, it’s clunky, and it’s missing a whole bunch of buttons. This is 
an atrocity for Sega, since they have always had the best controllers since the 
Genesis 6 Button. Second, there’s only 6 buttons. 6! No “All three punches” button 
in a street fighter game, no arcade button layout like the Saturn, no extra set of 
buttons for altering the camera angle and so forth. Why Sega? Evolution is good, 
bring more buttons back! 

That said, I believe the system will do great. No, it’s not gonna be the 
savior of gaming systems. No system is or ever will be But it will be a hell of a 
rebirth for Sega, and it’s gonna trounce the N64. 

November 20th will be a very good day. 


DangerBoy 


Breath of Fire Hil 

~ Lightning Dragon Gene 
| To get this gene there is a 
place NW of the Port City 
| where ZIG, SHADIS, etc. 
| live. It looks like a cabin. 
Enter it and go on the beach 
| of that place. If you swivel 


ony, v SP align 


the camera left a bit, you will see 
another Chrysm which holds the 
Lightning gene. 


Other Dragon Genes 

After the part where Sunder and that 
other dude chase you and Nina, and 
you and Nina jump off the cliff, leave 
that place and when you come to the 
map again, go left and you will see a 
question mark when you go left (I 
don’t know how far), press X and you 
will go in to a place that has a Dragon 
Gene. 


There is another Dragon Gene in the 

crash site of Momo’s Father’s Escape 

Rocket, when you all crash, go right 
and behind the tree is a Dragon Gene. 


The Magic Master (Mygus) 
After you have gone a while through 
the game, go north of the town of 
| McNeil and you will see a tree stump 
on the map (a question mark will 
show.) Enter it and go up and you will 
see and old man, talk to him. Which- 
ever character that is apprenticed with 
him will gain more INT and AP, but 
gain a little less Attack Power and 
Defense during level-ups. 
= The Master D’lonzo 
a Near Windia, there is a coffee shop. 

| Go behind it and there should be a girl 
walking around. You need 15 different 
kinds of weapons to get her. 


The Master Emitai 

After you get older, you can get 
Emitai as one of your Masters. ( 
Emitai is the leader of the second 
team you fight in the Tournament of 


a hut. Talk to Emitai and he will tell 
you that if you pay him 10,000 zenny 
for his mortgage, he will teach you 
some of his spells. 


Champions) After you get older, you Press any button to play as Chun- 
go near Ogre Road and there in a path Li with her outfit from Street 
that you go to on your north. There is Fighter Alpha. 


The Secret Master 

After you go to Windia the 
second time, there is a master. 
The way to get to him is: See the 
walls surrounding Windia, there is 
a pathway beetween the walls 
(just a tiny incy wincy south), 
continue to go through this way 
and you will enter a little house. 
In this house is a Master. 


and QUICKLY press Square, Square, 
Right, X, L1. If done correct the option 
screen will appear. 


From here you can change to original 
mode to enable tagging in Vs. Mode. 
Next, choose your characters and have 
your friend choose the same characters 
in reverse. For example, if you choose 
Ken then Ryu your opponent must 
choose Ryu and then Ken. 

The Strength Master (Bunyan) 
After you get farther in the game, 
go back to Bunyan’s Cabin to 
make him a master for one of 
your characters. Any character 
apprenticed to Bunyan will gain 
more Attack Power and Defence, 
and a little less Intellegence and 


Z Gundam 

Play as GP-01Fb 

To play as GP-01Fb, finish the battle 
mode with any robot. 


To Play as GP-02A 
After you get GP-01Fb, use GP-01Fb to 


HP when gaining a level. finish the battle mode. 
Thieving 

While walking around towns and VIGILANTE 8 

such you can steal afew zenny’s Get Everything 


here and there. Give the people a 
wack with your sword and they 
will pop out. Usually about 4 to 6 
each time. This will even work on 
dogs and other animals. 


This code gives you everything — the 
secret characters, levels, and ‘Y’ the 
Alien. To enter the code, go to the 
OPTIONS screen, then choose 
GAME STATUS. Click on any driver, 
then enter the code 


X-Men Vs Street Fighter EX “WMNNWLHTSCUCLH”. 
Play as Akuma/Gouki 
At the character selection screen, Secrets 


put the cursor on either Magneto, 
Juggernaut, Dhalsim or M. Bison 
then press Up and Gouki will 
appear. 


On the ski level go to the bottom of 
the hill and enter the lodge doors, 
your car will get onto the lift and it 
will take you to the top of the 
mountain. 

Play as Apocalypse 

To play as Apocalypse, first you 
must beat the game in the hardest 
mode. Now in Vs. Mode, put the 
cursor on Akuma and hold Select 
for 5 seconds and then press any 
punch button to play as Apoca- 


lypse. 


In the Las Vegas level you can find 
the blimp flying over, watch where it 
lands then enter the door that opens. 
It will take off and allow you to fly it 
over the city, get over a building and 
wait until it drops you on the roof. 


In the airplane graveyard you can 
drive your car between the flight 
tower and electric polls. The flight 
towers are located at each corner of 
the level, they are the towers with the 
flag on the roof. This will cause the 
B-52 bombers to come out and bomb 
your opponents. 


Play as Chun-li from SF Alpha 
At the character selection screen, 
highlight Chun-li then press and 
hold SELECT for 5 seconds. 


Tag Team in Vs. Mode 

To enable tagging, go to the 
mode selection screen (where you 
choose Arcade Mode, Vs. etc.) 


Aero Gauge 
Speed Up The Credits 


While the credits are rolling at 
the end of a Grand Prix, press 
the start button to speed it up. 
To slow it down, press the 
start button again. 


Turbo Boost 

To turbo in the beggining of a race, 
hold the A, B, Z, R, and hold the 
joystick up. About a half a second after 
GO, let go of the buttons or else you 
will slow down. 

NOTE: The buttons you have to press 
above are for the Type A, Reverse 
controls. If your using a different 
control setting, find out what the 
buttons above do, and figure out what 
buttons you have to press. 


All Tracks and Vehicles 
You need two controllers for this 
code. 


1. Turn on the game and press 
START on the contoller 1 until you 
see the screen that says “Push Start” 
(if you see “Grand Prix Mode”, youre 
too far.) 


2. On controller 2, press up on the D- 
pad, C-down, R, L, and Z all at the 
same time. Then release them. 


3. Immediately press start or the A- 
button on controller 1 to enter the 
Grand Prix mode. 


All tracks and cars should be available 
now. 


Note: If you can’t get this trick to 
work, do step 2 a couple of times. 
(Press all the buttons a few times.) 


BUST A MOVE 2 


Another World 
At the main menu screen that reads, 
“Game Start”, Time Attack”, and 

“Options”, enter L button, up on D- 


pad, R button, and down on D- A+RP (close) 
pad. This will give you accessto —_ Delta: TorsoShears: T-A-A+LK 
“another world” full of new (close) 


puzzles. After entering this code, a Purge: Mutilator: A-T-T+RP+RK 
tiny character will appear in the 


lower right portion of the screen. 
Select “game start” and when you 
select “Puzzle Game”, it will say 
“Another World” underneath it. 
Press A and you'll go to another 


GoldenEye 007 
Paintbrush 


To use a paintbrush in multiplayer go 
to any level with sniper rifles. Do not 


world! 

touch anyone or get any ammo. Just 
Level Skip get the sniper rifle. Then press A 
While playing, press Z+L+R+A to twice. The paintbrush will appear. It 
skin to the vines Gadd is only as powerful as your hand but 


it’s fun to use. 


Play as a Blue Dinosaur 
At the game select screen, press Z, 
L, R and A. 


Movie Cover 

To see the movie cover of goldeneye, 
go to the bunker 2. When you get the 
CCVV tape, hit START and go down 
your list of stuff until you come to the 
tape. Push START twice. This time 
on your watch should be a picture of 
GoldenEye the movie! 


*These moves assume you’re 
using the default settings. 


ClayFighter: Directors Cut 
Random Character Select 


At the character select screen, tap L 
and R simultaneously or choose any 
Key: “?” square. 

T= press the direction towards 
your opponent 

A= press the direction away from 
your opponent 


Secret Characters 
At the character selection screen, 
hold the Z trigger or the Right Shift 


LP=Left-C ‘and enter one of following codes. 

RP=Up-C When you’ re finished, then press 

LK=Down-C Right Shift on the ? box to scroll 

RK=Right-C through the characters. 

Taunt: Earthworm Jim: 

To taunt your opponent, press L. PUNCH, M. PUNCH,H. 

LP+RK PUNCH, H. KICK, M_KICK, H. 
PUNCH 

Fatalities: 

MinaTek: Headspit T-A-LP+LK Boogerman: 

(close) L.PUNCH x2, H. KICKx2, M. 


ZipperHead: Buzzcut: T-A-A+RK PUNCH, H. KICK 
(close once opponents arms are 


gone) Sumo Santa: 

Ssapo: Headevour: T-A- L. KICK, H. KICK, L. KICK, H. 
A+RP+RK (close) KICK, M. KICK, H. PUNCH 
PsyClown: Cut in half: T-A- 

A+LP+LK (close) High Five: 


Sabotage: Decapiblast: T-A- 
A+RP (1-3 steps away once 
Opponents arms are gone) 
BullzEye: Backhandecap: T-A- 


H. PUNCH, M. KICK, M. PUNCH, 
H. KICK, L. PUNCH, L. KICK 


THEME HOSPITAL 


Infinite Money 8013 B338 FFFF 
Infinite Cash 8013 B33A 0200 
High Reputation 8013 C060 0400 


| BLASTO 
Infinite Lives DOILF 1972 0003 
801F 1972 0005 
Infinite Health D000 E22A OOFF 
801F 04D4 1770 


DOOC DC08 0040 
801F 0318 FFA6 


Moon Jump 


Weapon Select 800C D432 000? 


Infinite Ammo (BPC) DOO0C DC08 0020 
8008 BD68 0000 
Invincible 301F 1970 0001 
DOOC DC08 0080 
800C D434 0003 
801F 0484 0003 


Max Power Blaster 
Super Jump 


Climbing Blasto [Press triangle and then up] 
DOOC DC08 0010 
801F 1520 0005 

(Replace *?’ with these) Quantity Digits to Acco 

pany Weapon Select Code 

2 - Rapid Fire Blaster 3 - Flamespitter 

4 - Homing Gun 5 - Alien Generator 

6 - Freeze Ray 7 - Nuke O Matic 

8 - Mega Blast 


GRAN TURISMO 


Master Code for use 
with Simulation Mode Only! 


D000 E200 00021 


Always Place 1st (Arcade Mode) 


DOOB 6F18 0600 


800B 6F18 0100 


Unlock Bonus Items (Note 1) 


High Speed Ring 
High Speed Ring 
High Speed Ring 
Trial Mountain 
Trial Mountain 


Trial Mountain 


— Grand Valley 


Grand Valley B 


Grand Valley C 


Clubman Stage 5 A 
| Clubman Stage 5 B 
Clubman Stage 5 C 


Autumn Ring A 


Deep Forest B 


Deep Forest C 


A 
3008 16D8 0004 
B 
3008 16D9 0004 
bs 
3008 16DA 0004 
A 
3008 16DC 0004 
B 
3008 16DD 0004 
L 
3008 16DE 0004 
A 
3008 16E0 0004 


3008 16E1 0004 
3008 16E2 0004 
3008 16E4 0004 
3008 16E5 0004 
3008 16E6 0004 
3008 16E8 0004 
3008 L6E9 0004 
3008 16EA 0004 
3008 L6EC 0004 
3008 16ED 0004 


3008 16EE 0004 
3008 16F0 0004 


Simulation Mode Codes 


8009 B864 CA00 
8009 B866 3B9A 
B-Class License Gold Test 1 

3009 E3B4 0003 
B-Class License Gold Test 2 

3009 E3B5 0003 
B-Class License Gold Test 3 
3009 E3B6 0003 


Billion Dollars 


= = B-Class License Gold Test 4 


3009 E3B7 0003 
B-Class License Gold Test 5 

3009 E3B8 0003 
B-Class License Gold Test 6 

3009 E3B9 0003 
B-Class License Gold Test 7 

3009 E3BA 0003 
B-Class License Gold Test 8 

3009 E3BB 0003 
A-Class License Gold Test 1 

3009 E3BC 0003 
A-Class License Gold Test 2 

3009 E3BD 0003 
A-Class License Gold Test 3 

3009 E3BE 0003 
A-Class License Gold Test 4 

3009 E3BF 0003 
A-Class License Gold Test 5 

3009 E3C0 0003 
A-Class License Gold Test 6 

3009 E3C1 0003 
A-Class License Gold Test 7 

3009 E3C2 0003 
A-Class License Gold Test 8 

3009 E3C3 0003 
International A-Class License Gold Test 1 

3009 E3C4 0003 
International A-Class License Gold Test 2 

3009 E3C5 0003 
International A-Class License Gold Test 3 

3009 E3C6 0003 

International A-Class License Gold Test 4 

3009 E3C7 0003 
International A-Class License Gold Test 5 

3009 E3C8 0003 
International A-Class License Gold Test 6 

3009 E3C9 0003 
International A-Class License Gold Test 7 

3009 E3CA 0003 
International A-Class License Gold Test 8 

3009 E3CB 0003 
Note 1: Start this code, turn shark off then enter 
Arcade mode... Then turn shark back on!! Also you 
save it to memory card and never worry about 
activating the code again!...same for money and 
License codes!! 


NOTE! 


SS R5B 3008 16F1 0004 
SS R5 C 3008 16F2 0004 These Codes are provided by GameBusters.| 
Grand Valley Speedway A These codes are not sponsored, endorsed, 
oe or approved by Interact. If you experience 
Grand Valley Speedway B ‘ ‘ 
3008 16FS 0004 trouble with a code not working, do not | 
| Grand Valley Speedway C contact Interact. Not all Game Shark codes | 


3008 16F6 0004 will work on all Game Sharks. 


BIO FREAKS 

@ Extra Health Pl 8009 A038 6400 
| Low HealthP1 8009 A038 0100 
Extra Health P2 8009 A6AC 6400 
Low Health P2 8009 A6AC 0100 


Infinite Shields P1 8009 A03C 6400 

| Low Shields P1 8009 AO03C 0100 
Infinite Shields P2 8009 A6B0 6400 
Low Shields P 28009 A6B0 0100 
Infinite Jet Pack P1 8009 A040 3200 
Low Jet Pack P1 8009 A040 0100 
Infinite Jet Pack P2 


Low Jet Pack P2 
Shields Always Active P1 


8009 A048 0022 


No Clipping Mode P1 8009 A060 1000 
No Clipping Mode P2 8009 A6D4 1000 
Fight In Air P1 8009 A062 0001 

Fight In AirP2 8009 A6D6 0001 

Flashy Mode P1 8009 A068 0001 

Flashy Mode P2 8009 A6DC 0001 


Breath of Fire Il 
RYU CHAR. CODES 
Max HP 8014 4984 03E7 
8014 497C 03E7 


8014 4986 03E7 
8014 4984 03E7 


Max PWR 8014 4988 03E7 


Max DEF 8014 498A 03E7 
Max AGI 8014 498C 03E7 
Max INT 8014 498E 03E7 


TEEPO CHAR. CODES 
Max HP 8014 4B70 03E7 
8014 4B68 03E7 


Max AP 8014 4B72 03E7 


8014 4B6A 03E7 


Max PWR 8014 4B74 03E7 
Max DEF 8014 4B76 03E7 
Max AGI 8014 4B78 03E7 
Max INT 8014 4B7A 03E7 


RE] CHAR. CODES 
; Max HP 8014 4C14 03E7 
8014 4COC 03E7 
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8014 4C16 03E7 
8014 4COE 03E7 


Max AP 


8014 4C18 03E7 
8014 4C1A 03E7 
8014 4C1C 03E7 


Max DEF 


HTTP 


Shields Always Active P2 8009 A6BC 0022 : 
Smoke Trail P1 8009 A046 0001 | 
Smoke Trail P2 8009 A6BA 0001 


Forsaken 


Max INT 8014 4C1E 03E7 
MISC. CODES 
Infinite money 8014 4F50 FFFF 


8014 4F52 0097 


x99 in first two spots of the item list 

8014 524C 6363 
*Note: To have this work for other items, simply rotate 
your stock into the first two slots. Then those items will be | 
99 count. 


8009 A6B4 3200 [Prinktander 
8009 A6B4 0100 } 


Infinite Pulsar 8008 628C 8000 
Infinite Mug 8008 62D6 0507 
Infinite MFRL and Graviton 8008 62DC 2A01 
Infinite Purge 8008 62DE 00095 
Infinite Solaris Missiles 8008 62D8 0009 
Infinite Shields 8008 6284 1000 
Infinite Hull 8008 6286 1000 


RISK 
[Start] + [Select] for 100 Men 


DOOA 4688 0900 
800A 4674 0064 


GAME QUOTE OF THE MONTH 


“One must take 
care not to startle 
the sheep before 
the slaughter. 


The adrenaline 
spoils the flavor 
of the meat.” 


Dr. Curien 
(Describing the players’ situation) 
The House of The Dead 


TO THE RAVE 


Have Game Rave 
Mailed Right to 
Your Home! 

3 Great Plans 

To Choose From! 


SUBSCRIPTION ORDER FORM 


Plan 1) 3 Months (1/4 year) for just $3.60. You save $0.90 off the cover price! 
Plan 2) 6 Months (1/2 year) for just $7.20 You save $1.80 off the cover price! 
Plan 3) 12 Months (Full year) for $14.40 You save $3.60 off the cover price! 


Please make your Check or Money Order (No cash, please) 
to ‘Jason Dvorak (Game Rave)’ 


Fill out the following information: (PLEASE PRINT CLEARLY) 


Name: Last Xerox or (gasp!) cut this form out 
First: and mail it with your payment to : 
Address: _— 

Apt: # Game Rave Subscription 


City: State: 
Zip Code 

Payment Type: [ ] Money Order [ ] Check 
Plan Number:1 2 3 
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Subscriber Exclusive Anniversary Special! 


June 1998 


Dear Subscriber, 

1998 has been a great year for Game Rave. As we approach August, we also 
approach our One Year Anniversary. It’s kind of hard to grasp that a years worth of 
gaming has come and gone. As we reach our Ist Birthday, we’ve got a bunch of great 
things planned 

For the magazine, this will include a bigger issue, with 4 to 8 more pages with 
more codes, articles, and news. We should also be starting an import section, with focus 
on Japanese games and codes. That will be a major step, and probably will be the last of 
our expansions. 

For the reader how ever, many great things are planned. The first of which we 
present to you now. 

In honor of the Anniversary, we'll be extending your subscription by two months 
for free. Also, we are offering special “Grab a Friend” offer. If you have a friend that’s 
been wanting to join the Rave, now is the time. Have them fill out the subscription form 
below, place your name and address on the “Original Member” area, and we’ll extend 
your subscription another three months! That’s almost half a year free! 

If you happen to have more then one person who wants to join, simply fill out the 
info on a sheet of loose-leaf, or Xerox this coupon. If you do happen to have more then 
one, the successive will each reward you with one extra month. You can have to a whole 
year free! 

Don’t delay, this special offer expires September 20th, 1998! You automatically 
score the first two freebies, so why not make it a group effort? 


See you next month, there’s a heck of a lot more coming! 


Yes, it’s true, we’ve gotussues. 


Jason Dvorak 
Editor in Typo 


